










Digital Wellbeing  
















The Digital	Wellbeing	Youth	 Engagement	Consultation	Project	was conducted on	behalf	 of	
Kids	 Helpline	 and	 Brisbane	 Youth	 Service. The	 consultation	 involved	 a	 mixed	 method	
approach	 to	 provide	 first-hand	 insights	 of	 young	 people’s	 expectations,	 experiences	 and	
needs	for	 innovative	technology	solutions	to	promote	youth	wellbeing	and	strengthen	the	








quantitative	 components.	Dr	Amanda	Moffatt	 facilitated	 the	digital	 arts-based	workshops	
and	provided	insight	to	co-design	and	engagement	practices.	We would also like to recognise 
Kelly	Anderson	for her	valuable contribution	to the	survey	and	preparation	of	the data,	and	




We would like to	distinguish	the	collaborative	contribution	of Rhianon	Vichta,	Research	and	
Evaluation	Coordinator at the Brisbane	Youth	Service, and Brian	Collyer,	Senior	Researcher	at	
yourtown.	Their	direction,	input	and	advice	has	been	invaluable	for	meeting	the	goals	of	the	



































































































































Early	 in	 2017,	 as	 recipients	 of	 Optus	 Future	 Maker	 funding	 for	 innovative	 technological	
solutions	for	vulnerable	young	people,	Brisbane	Youth	Service	(BYS)	and	yourtown	sought	to	

















life	 each	 stakeholder’s	 bold	 ideas	 to	 change	 the	 social	 landscape	 for	 young	 people.	 The 
Consultation team	were	 recruited	 through	 an	 expression	 of	 interest	with	 a	 clear	 remit	 to	
undertake	 a	 youth	 engagement	 project	 within	 an	 immediate	 and	 short	 timeframe.	 Two	
crucial	questions	guided	the	usefulness	of	learnings	for	each	stakeholder:	









• Develop	 a	 project	 plan	 with	 mutually	 agreed	 questions,	 approaches	 and	
methodologies.		
• Employ	a	use	mix	of	methods	(e.g.	 focus	groups,	workshops	and	survey)	to	engage	









to	 explore	 the	 research	 questions.	 Data	 collection	was	 conducted	 from	 6th	 of	March	 and	
concluded	on	the	19th	of	April	2017.	In	all,	404	young	people	who	were	actual	or	potential	
clients	 of	 BYS	 and	 Kids	 Helpline	 contributed	 their	 views	 and	 insights	 of	 wellbeing,	 digital	










topic	 areas.	 Each	 of	 the	 learnings	 highlight	 the	 multi-faceted	 picture	 of	 young	 people’s	
wellbeing,	service	delivery	and	digital	technologies.	So	too,	they	provide	a	foundation	for	the	






• Young	 people’s	 wellbeing	 is	 multi-faceted	 and	 tied	 to	 their	 prevailing	 beliefs,	
values	and	core	meaning	as	a	human	being.	




• Young	 people’s	 understanding	 and	 enactment	 of	 wellbeing	 were	 perceived	 to	
transpire	in	ways	that	can	be	contradictory	and	problematic	for	service	provider’s	
understanding	of	wellbeing	services.	










• Being	 transient	or	homeless	directly	 impacts	 young	people’s	 capacity	 to	access	
resources	and	therefore	meet	their	perception	of	wellbeing	as	a	right.	

















tools	 that	 enable	 or	 enhance	 connection	 with	 friends,	 provide	 easy	 access	 to	
information	and	offer	interactive	learning	opportunities.		
• Young	 people	 have	 different	 expectation	 and	 requirements	 for	 privacy	 across	
digital	platforms	and	usage.	
Co-Design	




open	 up	 the	 possibilities	 of	 participation	 beyond	 a	 predominately	 consultative	
approach.	
• The	type	of	practices	desirable	to	authorise	mutual	discovery,	learning,	and	design	
with	 young	 people	 are	 dependent	 of	 the	 demographics	 and	 context	 of	 the	
population	involved.	
• Workers	 perspectives	 as	 users	 of	 tools	 to	 support	 effective	 relationships	 that	







This	aim	of	this	 technical	 report	 is	 to	consolidate	 learnings	 from	the	data	and	 information	
about	the	technical	aspects	of	the	methods	that	were	used	 in	the	Digital	Wellbeing	Youth	
Engagement	 Consultation	 Project	 (YouEngage).	 This	 report	 serves	 as	 a	 guide	 to	 facilitate	
secondary	data	analyses	in	the	creation	of	future	digital	wellbeing	tools.	This	report	supports	
the	ongoing	engagement	of	young	people	in	developing	innovative	technology	solutions	to	
promote	youth	wellbeing.	A	collaborative,	 iterative	approach	enabled	 the	project	 team	to	











interrelationships	 between	 personal	 and	 social	 influences	 and	 the	 characteristics,	 or	
correlates	of	wellbeing	have	been	studied	in	a	variety	of	ways	including	surveys,	interviews,	
observations,	 and	 comparative	 analyses	 (Lee,	 Chung,	 and	 Park,	 2016;	Guillen-Royo,	 2010;	
Evans	and	Prilleltensky,	2007).		
	




to	 enhance	 young	 men’s	 help-seeking	 is	 needed;	 cultural	 methods	 specifically	 to	 reach	
indigenous	youth	at	 risk	of	 suicide	are	being	sponsored	 (Kurdiji	1.0,	2017);	and	Redmond,	
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However,	many	of	 these	 resources	 are	designed	by	 adults	 for	 young	people	 to	use,	 even	
though	young	people	may	have	been	consulted.	When	technologies	are	designed	by	adults,	
and	 adapted	 for	 young	 people,	 perceived	 and	 non-perceived	 barriers	 result	 in	 less	 than	
optimum	uptake	and	genuine	use	by	young	people	(Yarosh	and	Schueller,	2017).	For	example,	
a	young	person	reviewing	the	Happify	website	with	accompanying	app	stated	it	had,	limited	
choice	 of	 activities	 without	 paying,	 and	 you	 are	 limited	 in	 what	 you	 can	 do	 in	 a	 day”	
(http://au.professionals.reachout.com/happify).	 A	 better	 way	 to	 approach	 the	 design	 of	
wellbeing	 interventions,	 platforms	 and	 resources	 for	 young	 people,	 is	 by	 tailoring	 these	





young	 person	 support	 processes.	 The	 next	 section	 of	 this	 report	 outlines	 the	 approach	
undertaken	by	the	consultation	team	in	collaboration	with	the	stakeholders.	It	sets	out	the	
challenges,	 ethical	 considerations,	 recruitment,	 overarching	 questions,	 analysis	 and	
alignment	of	 the	 stakeholder’s	objectives	 in	 relation	 to	 the	use	of	 technology	 to	promote	
youth	wellbeing.	Section	three	describes	 the	methods	used	to	consult	with	young	people,	
followed	 by	 three	 profiles	 representative	 of	 young	 people	 who	 participated	 in	 the	
consultation.	Interpretation	of	the	data	under	each	topic	area	is	also	presented	in	the	Results	













stakeholder’s	 unique	 and	 possibly,	 mutual	 service	 needs	 of	 young	 people.	 A	 strategic	
component	 of	 the	 approach	 was	 to	 sustain	 each	 stakeholder’s	 service	 and	 perspective	














of	analysis	of	all	 the	data.	 	Another	challenge	was	the	recruitment	of	young	people	 in	the	
targeted	group	of	highly	disadvantaged	and	vulnerable	populations,	and	the	participation	of	
young	people	more	directly	in	the	collection	of	data	through	a	participatory	method.	To	this	
aim	 two	 young	 people	 were	 recruited	 to	 assist	 in	 the	 workshops	 and	 survey	 methods,	
however,	orientation	and	training	was	restricted	thus	impacting	the	capacity	to	embed	their	
involvement	in	the	consultation	more	fully.	Additionally,	the	crisis-oriented	nature	of	service	




initially.	 Despite	 the	 short	 timeframe	 the	 quality,	 depth	 and	 richness	 of	 the	 information	














services	 to	 young	 people	 provided	 by	 the	 stakeholders.	 Nevertheless,	 the	 Australian	
Association	of	Social	Workers	code	of	ethics	(2010)	provided	suitable	professional	guidelines	





















the	 online	 survey	 was	 initially	 stored	 on	 the	 survey	 monkey	 URL	 and	 later	 stored	 as	 a	
computer	file	on	password	protected	device.	Upon	completion	of	the	consultation,	a	request	
to	permanently	delete	all	survey	data	was	forwarded	to	survey	monkey.	Data	collected	in	the	
workshops	 and	 focus	 groups	 included	 audio	 recorded	 conversations,	 digital	 entered	





































and	 imagery)	were	analysed	using	data	mapping	process	 aided	by	 the	Microsoft	program	
excel	 and	 Adobe	 Bridge.	 Word	 occurrence	 and	 co-occurrence	 counts	 extracted	 some	
thematic	 and	 conceptual	 content	directly	 from	 the	 input	 text.	A	 further	 thematic	 analysis	
(Denzin	&	Lincoln,	2011)	was	used	to	achieve	the	“analytic	purpose”	(Guest,	MacQueen	&	
Namey	2012,	p.	7)	of	identifying	the	themes	or	categories	that	emerged	from	across	the	data,	
and	 cross-checked	 against	 the	 objectives	 and	 key	 topic	 framework	 (Table	 2).	 In	 terms	 of	
analysis,	 “thematic	 analysis	moves	beyond	counting	explicit	words	or	phrases	 to	 focus	on	
identifying	and	describing	both	 implicit	and	explicit	 ideas	within	the	data,	that	 is,	 themes”	











health	 trackers	 but	 customised	 to	 the	 issues	 that	 are	 relevant	 to	 highly	 vulnerable,	 often	




people	 and	 their	 workers	 outside	 of	 face	 to	 face	 contact	 sessions.	 yourtown	 sought	 the	




Underpinning	 these	 discrete	 intentions	 are	 each	 organisation’s	 program	 logic,	 theory	 and	
differing	 target	 populations.	 Notions	 of	 wellbeing	 for	 BYS	 pertain	 a	 welfarism	 lens	
emphasising	working	through	the	hierarchy	of	needs	of	young	people,	whilst	a	psychological	
lens	emphasises	emotional	and	social	dimensions	of	the	yourtown	services	to	young	people.	
Each	 organisation	 offers	 a	 range	 of	 programs	 and	 services	 to	 support	 young	 people’s	
wellbeing	goals.	Access	and	the	nature	of	young	people’s	engagement	with	the	organisations	
are	 influenced	 by	 a	 range	 of	 contexts	 including	 funding,	 staffing,	 facilities,	 activities,	


















region	 including	Brisbane,	 Ipswich,	Caboolture	and	Logan.	Services	are	delivered	 from	the	
Hub	Centre	in	Fortitude	Valley,	the	Centre	for	Young	Families	and	Centre	for	Young	Women	
in	 Stones	 Corner	 and	 a	 number	 of	 crisis	 and	 transitional	 accommodation	 services	 around	
metropolitan	and	suburban	areas.	The	majority	of	young	people	supported	by	BYS	are	aged	
between	 16-25	 years	 from	 a	 wide	 range	 of	 cultural	 backgrounds.	 Young	 people	




practical	 support	 as	 well	 as	 specialised	 housing,	 substance	 use,	 living	 skills,	 medical,	
psychology,	 parenting	 and	women’s	 programs.	 The	 BYS	 practice	models	 operates	 from	 a	






























As	 a	 child-safe	 organisation	 and	 as	 an	 essential	 quality	 in	 the	 delivery	 of	 effective	 and	
appropriate	services	for	young	people,	young	people’s	participation	was	a	key	objective	for	
the	 YouEngage	 consultation.	 yourtown’s	 Youth	 Participation	 Framework	 dictated	 that	
participation	 should	 be	 genuine,	meaningful,	 representative,	 and	 of	 benefit	 to	 the	 young	
people	involved.	Therefore,	co-design	as	a	methodology,	aligns	well	with	these	principles	and	





















in	 the	 targeted	 population	 see	 and	 understand	 their	 experiences	 and	 insights	 of	 digital	




Young	People’s	wellbeing	 is	 often	 associated	with	 physical,	 emotional	 and	mental	 health.	
Interventions	 to	 promote	 wellbeing	 have	 focused	 on	 a	myriad	 of	 problems	 facing	 young	
people	such	as	unemployment,	homelessness,	education,	drug	and	alcohol,	domestic	crisis,	




Wellbeing,	 in	 the	 YouEngage	 consultation	was	 conceptualised	 as	 implicit	 of	 young	people	
caught	up	 in	their	 life	course	 in	everydayness,	 in	their	doings	and	not-doings,	while	at	the	
same	time	orientating	towards	the	future	and	realising	one’s	potentials	(Sarvimäki,	2006).		
	

























































face-to-face,	 over	 the	 phone	 or	 through	 direct	 case-management	 approaches.	 Evidence	
suggests	 that	 young	 people	want	 a	 genuine	 sense	 of	 connection	with	workers	 and	 prefer	





































Australia	 indicated	 that	 young	 people	 view	 the	 Internet	 as	 a	 very	 important	 source	 of	
information	and	advice	for	their	life	(Mission	Australia,	2015).	Hence,	it	is	not	surprising	that	









equipment	 and	 available	 resources	 used	 by	 participants	 in	 order	 to	 engage	 with	 their	
communities	and	to	gain	information	related	to	areas	of	interest.	Specifically,	for	this	report,	
these	areas	are	related	to	young	people’s	sense	of	wellbeing	and	the	types	of	equipment	and	

























by	 the	 stakeholders.	 Participatory	 and	 creative	 practices	 offer	 opportunities	 to	 construct	



























mutually	 agreed	 key	 questions	 and	 approaches.	 Three	 methods	 to	 collect	 data	 were	










where	 they	 might	 participate	 (Gwinner,	 2016).	 This	 offered	 insight	 into	 the	 type	 of	
commitments	 and	 practices	 which	 might	 be	 needed	 to	 enable	 meaningful	 co-design	
processes	with	‘at-risk’	young	people	in	future	development	of	technological	driven	wellbeing	
interventions.	Two	facilitators	assisted	direct	engagement	with	digital	technologies,	dialogue	
about	 wellbeing	 and	 observed	 the	 young	 people’s	 techno-literacy,	 thoughts	 about	 app	
design.	 	 Observations	 captured	 not	 only	 what	 young	 people	 said,	 but	 also,	 how	 they	



















































Chart	 1	 represents	 the	 gender	 young	 people	 identified	 with.	 Chart	 2	 represents	 the	






























































a	 more	 ‘product	 testing’	 style	 of	 inquiry	 than	 the	 informal	 non-structured	 approach	
undertaken	in	the	workshops.	Participants	were	asked	to	review	several	apps	and	to	discuss	
aspects	of	wellbeing,	engagement	and	digital	 technologies	while	exploring	 features	of	 the	








































The	survey	was	hosted	on	 the	 third	party	website	SurveyMonkey.	Melrose	developed	 the	
overall	survey	logic	with	input	from	Gwinner	and	Anderson.	The	survey	consisted	of	55	items	
mapped	to	the	key	topic	areas.	Anderson,	as	the	survey	research	assistant,	undertook	the	

























“Kids	 Helpline	 and	 Brisbane	 Youth	 Service	 are	 seeking	 your	 say	 about	 digital	 technology	
solutions	 for	 youth	wellbeing.	We	 are	 seeking	 your	 participation	 in	 a	 survey	 about	 young	
people’s	wellbeing	and	using	digital	technologies.	To	thank	you	for	your	time,	your	name	will	
go	into	a	draw	to	win	a	$20	Wish	Card!”.	A	total	of	605	people	engaged	with	the	Facebook	
advertisement	 (i.e.	clicked	on,	 liked,	commented,	or	shared)	and	 individuals	who	chose	to	
participate	were	 taken	 to	 the	 online	 questionnaire,	which	was	 hosted	 on	 the	 third	 party	

























An	Anglo	Australian	 female	 aged	14	 to	17	 years	who	accesses	 the	 Internet	on	a	 range	of	








up	with	 friends,	but	she	will	want	access	 to	good	apps	 that	are	helpful	and	provide	some	
information.		
	
She	will	 only	want	 the	 apps	 for	 social	 and	 entertainment	 purposes	 and	 any	 additional	 or	






































when	 in	 the	 company	 of	 peers	 than	 females.	 Nascent	 evidenced	 suggests	 young	 men	
participate	more	in	communication-related	risky	behaviour	and	more	often	disclose	personal	












frequent	homelessness	or	 ‘coach	 surfing’.	 	Dana	was	 self-sufficient	 in	 that	 s/he	was	more	
likely	 not	 living	 within	 a	 family	 home	 or	 sustained	 by	 familial	 support	 structures.	
Predominately	s/he	had	completed	grade	ten	but	was	unable	to	work	or	was	looking	for	work.		
	




































are	 most	 relevant	 to	 the	







What	 do	 young	 people	 say	 enables	 or	































from	 their	 relationship	 with	 service	








What	 sort	 of	 control	 do	 young	 people	
want	to	have	over	their	connections	and	



















What	 interactions	 are	 emphasised	 in	







How	 do	 young	 people	 currently	 use	
technology	to	improve	their	wellbeing?	
e.g	 self-help,	 motivation,	 information,	






























• What	 features	 would	 motivate	
young	 people	 to	 use	 digital	 tools	






• What	 wifi	 connectivity	




What	 technological	 functionalities	 are	
important	 for	 young	 people	 to	 interact	










What	 sort	 of	 control	 do	 young	 people	
want	to	have	in	the	design,	development	
and	 implementation	 of	 well-being	






What	 key	 commitments	 and	 practices	
(ways	 of	 thinking	 and	 responding)	 are	
needed	 to	 enable	 processes	 of	 mutual	
discovery,	 learning,	 and	 design	 in	 the	





How	 can	 co-design	 be	 orgranised	 to	






ongoing	 forms	 of	 innovative	
technologies	that	support	young	people	




















































For	 example,	 when	 we	 consider	 ‘Dana’s’	 profile	 (p.32),	 young	 people’s	 perspectives	 of	
wellbeing	are	problematic	 in	 relation	 to	 the	 conflicts	 that	 transpire	 in	 the	 life	of	 a	 typical	
young	person	dealing	with	immediate	issues	or	concerns.	The	data	drawn	from	the	workshops	


















       47 76 92 68 27 2.85 310 
answered question 310 






respect	 and	 trust,	 privacy,	 food,	 money,	 accommodation	 and	 homelessness,	 friends	 and	
relationships,	and	balancing	varied	aspects	of	life	(Figures	2	&	3).	“Some	of	the	participants	
began	the	drawing	activity	by	focusing	on	the	things	that	distract	them	(e.g.	drugs)	from	the	
problems	 they	 were	 experiencing	 (e.g.	 homelessness)	 so	 that	 they	 may	 have	 a	 sense	 of	
happiness	 or	 release.	 Their	 drawing/writing	 then	 progressed	 to	 identify	 strengths	 or	 the	
support	 they	 required	 such	 as,	 BYS	workers,	mates	 and	 relationships.	 Some	 of	 the	 young	
people	 reflected	on	 the	past	and	potential	 futures	e.g.	having	a	home,	hygiene,	 food	etc.”		
(Facilitator	observation).	In	these	data	we	can	distinguish	that	young	people’s	needs,	values,	

































A	 sub-question	 exploring	 young	 people’s	 perspective	 of	 wellbeing,	 aimed	 to	 evoke	 the	
everydayness	of	wellbeing	in	young	people’s	lives.	To	answer,	What	are	the	bits	of	wellbeing	
that	are	most	 relevant	 to	 the	everydayness	 in	young	people’s	 life	 contexts?,	we	examined	
multi-dimensional	qualities	and	 recursive	properties	 in	what	young	people	said	 they	 think	
wellbeing	is.		
	










Positive Coping Doing Safe Okay Life Stable cool 
Healthy emotional Physically 
Mentally comfortable positivity Spiritually 
grounded Self Happy peace Friends connected 
Socially family resilient balanced nourished survive fulfilled care 
Loved content Health Basic Needs Met 
Feeling body Mind cognitive satisfaction wholefully 











































































being treated with respect 
Answer 
Options 
















             4             9            31       77       172 4.38 293 
answered question 293 





































































































empowerment	 or	 enablement	 processes	 (Evans	 and	 Prilleltensky,	 2007).	 As	 such,	 digital	
strategies	 or	 interventions	 should	 encompass	 practices	 that	 encourage	 young	 people’s	

































personal	 interactions.	 To	 resonate	 with	 young	 people’s	 multi-faceted	 understanding	 of	
wellbeing,	digital	interventions	should	include	opportunities	to	engage	and	make	connections	
across	networks	(services,	workers	and	peers),	facilities	and	resources.	For	example,	through	
providing	 interactive	 information	 and	 advice;	 games	 or	 challenges	 to	 ‘distract	 them	 from	
problems’;	‘forums	to	connect	with	others’	(peers	and	workers);	providing	digital	updates	on	
when	 and	where	 to	 access	 resources	 (e.g.	 ‘the	 orange	 (van)	washing	machine	 van	 going	




Three	 questions	 guided	 interpretation	 of	 young	 people’s	 perspectives	 of	 engagement,	
relationship	and	connection.	These	were		







































1.)	connections	 for	wellbeing.	 Including,	 family	and	peer	educational	programs	and	where	





































Facilitator:	 	 	 So	what	does	faith	do	for	you?	What	is	faith?	
Participant	(male):	 	 Well	you	gotta	{trust},	you	gotta	have	faith	that’s	gotta	work.	






freedom	 and	 love.	 These	 things	 are	 valued	 and	 sought	 after	 by	 young	 people	 in	 their	
interactions	with	services	and	workers	to	support	their	wellbeing	goals.	
	












age	 appropriateness,	 youth	 involvement/participation	 and	 health	 outcomes	 (Ambresin,	
Bennett,	Patton,	Sanci,	and	Sawyer,	2013).	From	a	youth	friendly	perspective,	young	people	

















through	 it’	 as	 key	 quality	 of	 their	 engagement	 with	 workers	 to	 support	 their	 wellbeing.	









Communication	 between	 sessions	 with	 workers	 was	 seen	 as	 a	 way	 to	 enhance	 their	
relationships	with	workers	and	to	communicate	what	 is	going	on	for	the	young	person	 in-
between	sessions.	A	number	of	participant	in	the	workshops	devised	very	astute	and	practical	
ideas	 for	 the	development	of	a	useful	and	engaging	app.	One	such	process	 involved	using	





















































Young	people	expect	 to	maintain	direct	personal	 contact	as	an	essential	 component	 their	






and	 relationships	 to	 support	 their	wellbeing	 through	digital	 technologies.	Across	 the	data	
		
59	
young	 people’s	 need	 to	 maintain	 control	 was	 apparent	 in	 how	 they	 described	 their	
interactions	 to	 seek	 help	 for	 their	 problems	 and	 in	 their	 perspective	 of	wellbeing	 as	 self-
determined.	For	example,	in	question	24	of	the	survey	participants	agreed	that	there	was	a	








Therefore,	 the	 integration	 of	 digital	 tools	 that	 promote	 youth	wellbeing	 and	 support	 the	
effectiveness	of	worker-young	person	support	processes	should	reinforce	interactions	that	
extend	tenets	of	self-determination	and	the	young	person’s	control.	It	should	be	noted	that	



















































people	 described	 for	 their	 Internet	 usage	 including,	 for	 homework,	 education,	 study	 and	
school	 work	 or	 research	 (66%	 combined),	 for	 assistance	 with	 their	 mental	 health	 (10%	
combined),	to	watch	Youtube	for	music	or	entertainment	(16.7%),	and	for	general	assistance	
with	life	(5%).	
Mental Health  
Music Homework Education 















Through	 a	matrix	 in	 question	 7	 of	 the	 survey,	 respondents	 (n=332)	 provided	 information	
regarding	where	they	use	the	Internet	and	how	frequently.	On	average,	respondents	use	the	
Internet	at	home	(n=330),	every	day	(n=282).	The	next	most	frequent	use	occurred	at	school	


























Flow Run2 Solitaire  Minecraft Dash 
 Episode Facebook  Pokemon 
Clash Candy Crush League of Legends   
Pool  Subway Sims  Word Fiends  










































e, I can 
contact 
someone 


















Apps 40 92 108 113 85 81
Websites 166 76 64 46 70 85
Both 91 80 114 97 115 102














Journaling Ways to Improve Services  
Simple Interface Colours Positive Free Quotes 
useAbility Friends Interactive Button 
Tracking Connect Chat PrivateTips 
Design Good Graphics safe Privacy 
Games Fitbit Access Goals Options 
Fitness Pal Progress Mental Health Localised 




How	can	 technology	 reach	young	people	where	 they	 feel	 comfortable	and	 in	a	way	 that	 is	
acceptable	to	them?	







were	 for	entertainment	 (77%)	 closely	 followed	by	apps	 for	 social	 and	 fun	qualities	 (74%).	
Expanding	on	the	perceived	uses,	in	question	13,	when	asked	why	they	use	apps	or	websites	








Question	 14	 sought	 to	 illicit	 the	 type	 of	 apps	 that	 young	 people	 are	 using.	 A	 significant	
proportion	 of	 respondents	 (n=309)	 identified	 that	 they	 use	 Snapchat,	 Facebook	 and	
Instagram.	We	can	ascertain	from	their	identified	app	use	that	young	people	were	using	apps	




Wattpad Ibooks Music Spotify Episode 
PTV uber Opal TripView 
   
Twitter Instagram 
Snapchat  
Facebook Pinterest  
Kik Messenger Skype  
Google Wikipedia SafariYouTube   
Bubble Witch   ClashRoyale  Solitaire Period 




























































Feel like your information 
is safe and private
Have access to your 
information
Know that the person you 
are talking to knows your 
information and your story
Think about how you want your privacy and information managed online by 












































that	 are	 currently	 available	 and	 targeted	 at	 supporting	 young	 people’s	 wellbeing.	 Young	
people	identified	a	number	of	barriers	as	well	as	a	number	of	functionalities	within	current	
apps	and	websites.	 Issues	raised	with	some	of	the	apps	or	websites	 included	websites	not	
translating	 across	 different	 devices,	 long	 lists	 to	 read	 and/or	 click	 through,	 non-localised	
support	referrals,	being	unable	to	zoom	in	(particularly	on	text	pages),	no	checks	to	make	sure	







































Three	 questions	 guided	 interpretation	 of	 the	 elements	 of	 co-design,	 which	 would	 be	
important	to	include	in	future	development	processes.	These	were:		
1. What	sort	of	control	do	young	people	want	to	have	in	the	design,	development	and	











What	 sort	 of	 control	 do	 young	 people	 want	 to	 have	 in	 the	 design,	 development	 and	
implementation	of	well-being	 service	models	which	 integrate	digital	 technologies	 aimed	at	
supporting	young	people’s	wellbeing?	
A	 standout	 feature	of	 the	participatory	 approach	 in	 the	workshops	and	 focus	 groups	was	
young	 people’s	 engagement	 with	 a	 simple	 emoji	 app.	 A	 cut-n-paste	 app	 that	 offered	
opportunity	 for	 individuals	 to	 creatively	 conceptualise	 their	 identity	 and	 their	 sentiments.	
Figures	1,	4,	and	17	below,	highlight	the	diversity	and	range	of	how	participant	represented	
their	emotions,	and	attitudes.		
























or	 ‘groupings’	 of	 participants.	 While,	 Kasey	 (p.30)	 profiled	 the	 typical	 characteristics	 of	
participants	that	is,	Anglo	Australian	female,	other	participant	characteristics	also	influence	
ways	of	 thinking	and	responding	to	co-design	approaches	and	the	final	outcome	or	digital	
service	 model	 required	 (e.g.	 differing	 gender	 alliances,	 young	 people	 who	 identified	 as	
Indigenous,	Pacifica,	Indian,	or	other	cultural	contexts;	young	people	living	outside	of	metro	
or	 regional	 communities;	 and	 young	 people	 with	 disabilities).	 Nevertheless,	 Kasey’s	
representativeness	of	the	typical	participant	in	this	consultation	suggests	that	young	women	







development	 applicable	 for	 young	 women,	 and	 enable	 avenues	 for	 active	 knowledge	
creation,	 integration,	 engineering,	 validation	and	evaluation	 in	 the	development	of	digital	





The	 lessons	 learnt	 through	 this	 consultation	 associated	 with	 Dana’s	 profile	 (p.32)	 and	
participatory	approaches	also,	serve	as	a	guide	to	future	commitment	and	practices	of	co-
design	 in	 developing	 innovative	 technology	 solutions	 to	 promote	 youth	wellbeing.	 As	we	



















typical	male	 user	 Luke	 described	 young	men’s	 interest	 in	 gaming,	 social	 connectivity	 and	
associated	perspectives	of	wellbeing.	A	number	of	male	participants	in	the	workshops	and	

















varied	 and	 different	 expression	 and	 enactment	 of	wellbeing	 and	 needs	 for	 support	 using	
digital	technologies.		
	
How	 can	 co-design	 be	 organised	 to	 enable	more	 granular,	 nuanced	 and	 ongoing	 forms	 of	












of	 worker-young	 person	 support	 processes	 does	 signpost	 a	 requirement	 to	 draw	 on	 the	
perspectives	of	workers	also,	as	users	in	the	design	and	delivery	of	services.	Young	people	
and	workers	could	be	involved	in	the	creation	of	a	visual,	real	time	record	of	life	experience	
as	 a	 way	 to	 capture	 experiences	 for	 discussion	 and	 client	 management	 and	 to	 help	
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contextualise	 and	 explore	 the	 practices,	 cultures,	 and	 content	 of	 effective	 worker-young	
person	support	processes.		
	
Moving	 forward	 co-design	 should	not	 involve,	or	be	 considered,	 just	 a	 client	engagement	
activity.	In	practice	young	people	will	require	resources,	skills	and	training	along	with	ongoing	
support	 to	open	up	 the	possibilities	of	 participation	beyond	a	predominately	 consultative	














gain	 young	 people’s	 perceptions	 of	 what	 is	 important	 to	 their	 wellbeing	 and	 how	 using	










life	 was	 going	 well.	 Nevertheless,	 there	 was	 indication	 that	 they	may	 not	 necessarily	 be	
thriving	with	life	as	it	stands	for	them.	
	






Hollingworth,	2012).	While,	 like	young	women,	young	men	were	 likely	 to	engage	 in	social	
media	 and	 chat	 with	 friends,	 they	 are	 more	 likely	 to	 use	 websites	 for	 gaming	 and	












in	 the	workshops	and	 focus	groups	were	 from	 the	greater	Brisbane	area).	Predominately,	
respondents	 access	 the	 Internet	 everyday	 using	 a	 range	 of	 platforms,	 and	 often	 on	
smartphones.	The	results	suggest	that	young	women	are	highly	social	in	their	use	of	digital	
technologies	and	use	devices	actively	 to	 support	 their	wellbeing	goals	and	needs,	but	not	
always	in	conjunction	with	wellbeing	agencies	or	services.	Notably,	from	Kasey’s	profile	is	that	
young	women	 are	 reasonably	 happy	with	 their	 life,	 but	would	 like	 some	 elements	 to	 be	
different.	
	
The	 results	 offer	 learnings	 and	 insight	 into	 young	 people’s	 perspectives	 of	wellbeing.	 For	
example,	health,	happiness	and	physical	and	mental	conditions	were	key	qualities	that	young	
people	 related	 to	 wellbeing.	 Importantly	 young	 people’s	 perception	 of	 wellbeing	 was	
highlighted	 as,	 a	 state,	 a	 right,	 an	 attitude	 and	 self-determined.	 This	 perception	 provides	
valuable	 insights	 into	 the	 ways	 in	 which	 young	 people	 prioritise	 their	 wellbeing,	 goals,	
requirements	and	needs,	 and	 in	which	 they	 recognise	 that	wellbeing	 is	 interconnected	 to	
“looking	after	yourself”	and	“to	other	people	to	help	you	grow	your	wellbeing”.	Wellbeing	is	
balanced	between	the	personal	and	the	social	and	as	such	the	benefits	of	wellbeing	might	be	





with	 the	 routes	 and	 relative	 qualities	 for	 everyday	 wellbeing.	 Their	 understandings	 and	
enactments	of	wellbeing	were	perceived	to	transpire	in	ways	that	can	be	contradictory	and	
problematic	 for	 service	 provider’s	 understanding	 of	 wellbeing	 services.	 For	 example,	 the	
relevance	of	 being	happy	as	 a	 characteristic	 of	wellbeing	was	observed	 to	occur	 in	direct	
contradiction	to	health	as	a	characteristic	of	wellbeing	for	young	people	in	some	situations,	








of	wellbeing	 as	 self-determined.	 Evans	 and	 Prilleltensky	 (2007)	 recommend	 that	 agencies	
need	 to	 support	 young	 people	 to	 build	 their	 own	 self-determined	 capabilities	while	 also,	
creating	opportunities	to	work	alongside	workers	to	address	injustices.		
	
The	 consultation	 engaged	 conversation	with	 young	 people	 about	 their	 relationships	 with	
workers	 and	 has	 commenced	 a	 process	 to	 better	 understand	 how	 and	 why	 innovative	
technologies	might	be	used	to	support	wellbeing	and	strengthen	the	effectiveness	of	worker-




technologies	 or	 tools	 to	 support	 young	 people’s	 wellbeing	 goals	 must	 build	 on	 personal	
contact	 with	 workers	 or	 counsellors	 to	 help	 young	 people	 achieve	 their	 wellbeing	 goals.	
















For	 participants	 who	 more	 typically	 aligned	 with	 the	 target	 population	 of	 highly	
disadvantaged	 and	 at	 risk	 young	 people,	 the	 significance	 of	 developing	 a	 meaningful	
relationship	in	support	of	their	wellbeing	was	observed	as	someone	that	could	provide	advice,	
help	 them	 navigate	 services	 for	 accommodation,	 health	 and	 other	 wellbeing	 rights,	 and	
advocate	and	help	them	to	have	faith	and	hope.	It	could	be	argued	that	worker	and	agency	
support	is	of	utmost	important	when	there	is	little	or	no	parental	involvement	in	the	young	
person’s	 life	 and	 in	 which	 they	 do	 not	 have	 the	 social	 capital	 scaffolding	 (intimacy	 and	





and	 conditions	 that	 support	 their	 wellbeing	 as	 a	 human	 right.	 How	 might	 structural	
arrangements	 to	enhance	 these	 rights	based	conditions	be	supported	 through	a	model	of	
service	delivery	and	digital	technologies?	Conceivably,	a	focus	on	inter-sectoral	collaboration	












wellbeing	 and	 strengthen	 relationships	 between	 young	 people	 and	 their	workers	 and	 /or	
counsellors	 is	 that	 engagement	 through	 technology	 must	 primarily	 be	 built	 on	 personal	







The	 consolidated	 learnings	 from	 the	 data,	 documented	 in	 this	 report,	 should	 be	 used	 to	
support	ongoing	engagement	of	young	people	 in	a	variety	of	ways,	phases,	and	stages	for	















The	 lessons	 learnt	 through	 this	 consultation	will	 be	 important	 to	 consider	 for	 the	 future	
development	 of	 innovative	 digital	 services	 to	 promote	 young	 people’s	 wellbeing.	 The	
consultation	 involved	 a	 multi-pronged	 approach	 to	 provide	 first-hand	 insights	 of	 young	
people’s	 expectations,	 experiences	 and	 needs	 for	 innovative	 technology	 solutions.	 The	
perspectives	 presented	 in	 this	 report	 can	 serve	 as	 a	 guide	 to	 the	 development	 of	 digital	
strategies	and	 for	 future	 commitment	and	practices	of	 co-design.	Additionally,	 this	 report	













• The	 young	 women,	 and	 indeed	 all	 the	 participants	 across	 the	 methods	 are	
knowledgeable	about	the	world	of	digital	technologies	as	users,	are	social	in	their	use	
of	 digital	 technologies,	 are	 using	 websites	 and	 apps,	 and	 have	 integrated	 digital	
technologies	as	part	of	their	everyday	wellbeing.	
• To	 resonate	with	 young	 people’s	multi-faceted	 understanding	 of	wellbeing,	 digital	
interventions	should	 include	opportunities	 to	engage	and	make	connections	across	
networks	(services,	workers	and	peers),	facilities	and	resources.	
• Varied	 levels	of	privacy	will	be	an	 important	consideration	 for	 the	development	of	
digital	tools	and	the	integration	of	client-management	systems.	
• Digital	services	should	extend	health	and	emotional	frameworks	to	also	attend	to	the	


















































mental	 health	 interventions	 reduce	 symptoms	of	 anxiety?	A	meta-analysis	 of	 randomized	
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Consent to participate in the consultation: 
Your signature on this form means that: 
• You’ve read this consent form and agree to participate in the consultation. 
• You’ve had the opportunity to ask questions and your questions have been adequately 
answered. 
• You understand that the consultation will be audio recorded. 
• You understand that you’re free to withdraw from the consultation at any time, without having 
to give a reason, and that doing so won’t affect your ability to access Brisbane Youth Service 
or yourtown Kids Help Line now or in the future.  
• You agree to participate 
 
 
Participant signature   Date    
 
 
Please return this page to the facilitator 
		
90	
At the end of the survey you will be invited to go in the draw for a
$20 Wish Card.
 
WHO IS THIS SURVEY FOR?
We want to hear from young people who are between the ages of 13 to 25 years from all over
Australia. 
WHAT IS THIS SURVEY ABOUT?
Kids Help Line and Brisbane Youth Services (BYS) are seeking your input into the creation of
digital technology tools to support young people’s “wellbeing” goals. 
TAKING PART
The survey is voluntary meaning you don’t have to do it if you don’t want to. Or once you start
the survey you can just stop the survey at any time. To do the survey will take about 10 minutes
to answer 55 'click and flick' questions.  
Thank you for reading this information. 









…is part of a bigger project to give young people a voice in creating digital tools that support
what they say they need for “wellbeing”. Through this survey we want to find out about three
things
1.     the bits of “wellbeing” that are most relevant to you, 
2.     about how you use digital technologies (smart phones, computers, the web etc.) in your
everyday life, and 
3.     about how Kids Help Line and BYS can support your idea of “wellbeing” using digital tools.
WHAT HAPPENS TO YOUR ANSWERS?
We will collect answers from all of the questions. We will not know the names of the young
people that have taken part- we’ll only see the answers. This means that no one will know who
said what. We will not tell anybody your answers. Of course, it’s up to you if you want to talk to
other people about your answers. We will then look at everybody’s answers together. This is so
we can understand what is relevant to young people. 
QUESTIONS?
We hope that you enjoy taking part in the survey, but if you want to talk to anyone about any of
the questions or any worries you have then we recommend you try talking to family (e.g parent
or carer), or another trusted adult.  You can also have a look at the Kids Help Line and BYS
websites for more information. If you want to ask questions directly about the survey or more
about the project you can email Dr Karleen Gwinner via karleengwinner@gmail.com.
Thank you taking part in this survey 
This Survey
YouEngage


























































































Respondents	were	also	asked	why	they	 felt	wellbeing	was	 important.	This	was	a	 free	 text	
response	with	350	 individual	 responses.	A	word	analysis	 indicates	a	 spread	of	 reasons	 for	
importance.	Thematic	analysis	of	each	response	suggests	that	respondents	feel	that	wellbeing	

















































































95	(28.79%)	 29	(8.79%)	 16	(4.85%)	 330	























































































When I use apps, I use them;
Online (connected to 
the internet)
Offline (when not 
connected to the 
internet)
Both online and offline 
(depending on your 















































































































































































































































0.00 1.00 2.00 3.00 4.00 5.00
Keeping in touch with 
friends





On a scale of 1 to 5 (1 being never, 5 being always ) I mostly use these apps 






















Q19.	Respondents	were	asked	 if	 they	 felt	 they	had	a	good	 life	on	a	 scale	of	1	 (strongly	















0.00 1.00 2.00 3.00 4.00


















most	 were	 online	 through	 Kids	 Helpline.	 11.49%	 (n=34)	 said	 they	 would	 come	 to	 their	
3.14
0.00 0.50 1.00 1.50 2.00 2.50 3.00 3.50






















































































Apps 2.9% 9 
Websites 26.1% 80 
Both 35.8% 110 
Text/instant messaging 21.2% 65 
Neither 8.8% 27 















































e, I can 
contact 
someone 


















Apps 40 92 108 113 85 81
Websites 166 76 64 46 70 85
Both 91 80 114 97 115 102









0.00 1.00 2.00 3.00 4.00 5.00
being happy
0.00 1.00 2.00 3.00 4.00 5.00
my friends



















0.00 1.00 2.00 3.00 4.00 5.00
having a home
0.00 1.00 2.00 3.00 4.00 5.00
getting an education
0.00 1.00 2.00 3.00 4.00 5.00
having money
0.00 1.00 2.00 3.00 4.00 5.00
being valued






















0.00 1.00 2.00 3.00 4.00
my pets
0.00 1.00 2.00 3.00 4.00
how I look
0.00 1.00 2.00 3.00 4.00 5.00
managing what I have to do each day
0.00 1.00 2.00 3.00 4.00 5.00

















0.00 1.00 2.00 3.00 4.00 5.00
spending time doing what I want to do
0.00 1.00 2.00 3.00 4.00
being positive about tomorrow
0.00 1.00 2.00 3.00 4.00 5.00
being loved

























0.00 0.50 1.00 1.50 2.00 2.50 3.00 3.50 4.00 4.50 5.00
Eating
Being treated fairly as a young person
My rights
Violence
Feeling safe at school/work


































Series1 3.77 3.24 4.02 4.20 4.14 3.19 3.14 3.33 4.15 4.02 4.39





















3.76% 10.53% 6.77% 
13.53% 



















Feel like your information 
is safe and private
Have access to your 
information
Know that the person you 
are talking to knows your 
information and your story
Think about how you want your privacy and information managed online by 











































If I need to talk to someone for help or advice about things I need to 







The last time I spoke to a someone like a counsellor/ 



















After I last spoke to a counsellor/youthworker (or other 























































Between sessions with your counsellor/ youthworker, you might have things 


























































What technologies would you like to use as part of a wellbeing program 




























You are at the end of the survey just two quick questions to go.I am 
currently (tick most relevant)
employed
looking for work















I have (tick most relevant)
completed grade 10
completed grade 12
enrolled in higher education or 
training (currently studying or 
completed some credits)
have completed vocational 
training
have completed undergraduate 
training
Other (please specify)
